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Presenting Pic.Builder 


Have you ever wanted to be an artist? Do you like to create pictures? Well, 
now’s your chance ‘cause PIC.BUILDER is here! 


An artist uses a palette that’s covered with blobs of different colored paint. 
With PIC.BUILDER you'll be using a palette too. But your palette will be 
covered with blocks of picture parts. And you'll be able to create lots of 
different, wonderful pictures with PIC._BUILDER because you have eight 
different palettes to choose from! 


Each of the eight palettes in PIC.BUILDER has 48 different picture-part 
blocks on it. There are roof blocks, brick blocks, wheel blocks, and lots of 
others that can be combined in many ways. You use the blocks over and over 
to build pictures! 


The cards that come with PIC.BUILDER show the blocks that are available 
in each of the palettes. The poster shows some pictures made with 
PIC.BUILDER. You can see that more than one picture can be made from the 
same parts! 


Each palette on PIC.BUILDER also offers you five build-by-number pictures 
that you can use to get started. You can change and rearrange each picture 
again and again. Or you can just start right off by choosing which picture 
parts on a palette you'll use to create your own pictures! 


The SPACE palette offers you one more surprise — a ready-to-change scene. 
All you have to do is call up the picture, then start to add your own touches. 


With PIC.BUILDER, you're in charge. You can store any pictures you make 
with PIC.BUILDER to rearrange later or to use in your own programs. And 
if you’re the adventurous type, you can even make masterpieces from scratch 
by creating your own palettes! 


Yes, there are lots of ways to have fun with PIC._BUILDER! So read on to find 
out what you can do... and how to do it! 


Getting Started 


This User's Guide contains instructions for both Apple* and Atari** 
computer users. Where instructions differ for either computer system, we have 
listed special instructions in this manner: 


APPLE USERS — 
ATARI USERS — 


The first thing you have to do, of course, is put the PIC.BUILDER disk into 
the disk drive. Here's how for: 


APPLE USERS — PIC.BUILDER will run on any Apple, Apple II, Apple I 
Plus, Apple IIe, or Apple IIc with 48K or more of memory and a disk drive 
with DOS 3.3 or ProDos (16 sector). ProDos users should see the “Command 
Summary,” (page 22), for instructions about formatting data disks. 
IMPORTANT: If you’re using an Apple Ile or IIc, make sure the CAPS 
LOCK key is down. 


Place the PIC.BUILDER disk into drive 1 and turn your Apple on. If you 
have Autostart, you will see the title panel displayed. 


If your Apple does not have the Autostart ROM, you will see the monitor 
cursor * Type 6, then type P while holding down the key marked CTRL (6 
CTRL P). Press RETURN. 


ATARI USERS — PIC.BUILDER will run only on an Atari that has at 
least 48K of memory. Follow the drive manufacturer's instructions for 
turning your drive on. Put the PIC.BUILDER disk into drive 1 and turn your 
Atari on. If you are using the Atari 600XL or the Atari 800XL models, hold 
down the OPTION key while PIC.BUILDER is initially loading. 


*Apple, Apple II, Apple II Plus, Apple Ile, and Apple IIc are registered trademarks of Apple Computer, Inc. 
** Atari is the registered trademark of Atari Computer, Inc. 


Now PIC.BUILDER is up and running. On the screen you'll see the title 
panel. Then you'll see samples of some of the many different kinds of pictures 
you can make with PIC.BUILDER. You'll begin to see how each picture-part 
block fits into place to complete a picture or to change a picture! 


You can sit back, relax, and enjoy looking at the show. Or if you’re ready to go 
on, just press any key to stop the picture show and move on to the Main 
Menu. 
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The Main Menu 


The Main Menu tells you what’ available on the PIC.BUILDER disk. Here's 
what you'll see on the screen: 


OOSE A PALETTE 
SPACE 
CASTLE 
FARM 
MACHINE 
HOUSE 


LANDSCAPE 
BORDER 
TRUCKS 
YOUR OWN 
H PALETTE? 


Now it’s up to you to choose the set of picture-part blocks you want to use to 
build a picture. Of course, you’re free to choose any palette you want, but let’s 
start with palette 1, SPACE, to learn how to use PIC.BUILDER. 


Type in the numeral 1 in response to the computer's question, WHICH 
PALETTE? Then press RETURN. 


The Picture Menu 


On the screen, you'll see another menu: 


CHOOSE A PICTURE 


ALPHA LANDER 
VIEWPORT 

LS 

LIFT OFF 

LOW ORBIT 


MAKE YOUR OWN 


WHICH PICTURE? 


The first five choices are build-by-number pictures that are stored on the 
PIC.BUILDER disk. The sixth choice allows you to make your own pictures. 
That’s where you'll find a special SPACE picture we've stored on the disk for 
you. Let’s try the SPACE picture first! 


Type in the numeral 6 in response to the computer's question, WHICH 
PICTURE? Then press RETURN. 


You'll see a black screen with a flashing cursor (block). Hold down the CTRL 
(CONTROL) key while you press the R key (CTRL R). On the screen you'll 
see a message that says READ PICTURE on one line and ENTER 
FILENAME on another. The computer needs to know which one of your own 
pictures you want to see on the screen. Since you're using PIC.BUILDER for 
the first time, you haven’t stored any of your own pictures on the disk yet. 
But we have stored one for you, and we called the picture S. LUNAR 
(SLUNAR on Atari) 


Type the word S.LUNAR (SLUNAR on Atari). You'll see the message 
ENTER DRIVE. Since we're using drive 1, type the numeral 1. Then press 
RETURN. 


You'll see a complete space scene on the screen! Look at all of the parts of the 
picture. Would you like to rearrange some of the picture parts? Would you 
like to add more stars or take away some stars? You can ‘cause with 
PIC.BUILDER, you're the programmer — youre the boss! 


As you use PIC.BUILDER, you'll use the CONTROL key to help you give 
commands to the computer. Hold down the CTRL key while you type the 
letter D (CTRL D). That command stands for DISPLAY PALETTE. 
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Look at the screen. It’s filled with 48 small picture parts. These are the 
picture parts that make up the SPACE palette. 
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Take out the SPACE palette card that came with your PIC.BUILDER. Look 
at the picture-part blocks on the card. They're the same pictures as those on 
the screen. But on the card, each picture-part block is labeled to show its 
“address” in the columns and rows of pictures. For example, A3 is the third 
picture part in column A, and F8 is the eighth picture in column F (Keep the 
palette cards next to your computer. They make it easy to find the column- 
row addresses for picture-part blocks you want to use.) 
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Cursor Movement 


Now go back and look at the picture. Just press any key and it will appear 
on the screen. Do you see a place in the picture where you want to add some 
stars? You'll need to move the cursor (flashing block) around the screen as 
you print any new picture parts. Here's how for: 


APPLE USERS — To move the cursor, press I for up, J for left, K for right, 
and M for down. You can print the block by pressing the space bar or the 
button on either paddle (or a joystick). Apple Ie and IIc users can also use 
the OPEN APPLE key to print the block and the arrows to move around. 
By holding down the OPEN APPLE key or paddle button while you move 
around, you can easily repeat the same block to “color in” a large area. 
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ATARI USERS — To move the cursor, use either the keyboard or a joystick. 
On the keyboard, use the arrow keys on the right side of the keyboard to 
move the cursor. Use the space bar to print each picture-part block on the 
screen. With a joystick, use port 1. Move up, down, left, and right by moving 
the joystick in that direction. There is no diagonal movement in the 
PIC.BUILDER program. Use the button on the joystick to print each block 
picture on the screen. You can easily repeat the same picture part and “color 
in” a large area by holding the button down while you move the joystick. 
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Make Changes 


Now you're ready to make any changes you want in S.LUNAR. Look at the 
SPACE palette card. (Or press CTRL D to look at the palette on the computer 
and press any key when youre ready to return to S.LUNAR.) Find the 
picture part you want to add to the S.LUNAR picture. 


Move the cursor around the S.LUNAR picture to the spot where you want to 
put a picture part. Now type the letter-number address of the picture part 
you want to print. Press the letter A, then press the number 2 to select block 
A2 for some stars, or try F6 for an astronaut. The computer will beep after 
each correct key press to let you know it has registered the block. Now press 
the space bar or button on paddle or joystick. Voila! The new picture part is 
printed on the screen just where you want it to be! 


Once a picture part block, such as F'6, has been chosen, it will print every 
time you hit the space bar. So you can move around the screen printing lots 
of astronauts (F6 block). But if you want to print another picture part, you 
must tell the computer. So type in the address of the next block you want. 


If you choose another block on the F column, you need to type only the row 
number, such as 3 for the rocket part in block F3. Why? The computer is 
already in column F, it needs to know only which row you're changing to. 
Or if you want block A6 (a planet), you have to type in only A. Why? You 
guessed it, the computer's already in row 6. It needs to know only which 
column youre changing to! 
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Make all the changes you want. You'll find it’s fun and easy to do! Remember, 
any block can be erased by printing another block over it! When you’re 
finished, you can WRITE (CTRL W) and keep your picture on the disk. (See 
“Command Summary,” page 22.) Or you can go back and start to work with 
more palettes and pictures. 


To go back, press ESC. On the screen you'll see this message: 


PRESS RETURN TO 
REBOOT. ANY OTHER 
KEY TO RETURN TO 


MAIN MENU. 


You should press any key other than RETURN to get back to the Main 
Menu. You can choose either the SPACE palette again or any of the other 
palettes available on PIC.BUILDER. 


APPLE USERS — If you press RETURN, the disk in drive 1 will boot. 


ATARI USERS — If you press RETURN, you will return to DOS. 


Let’s uncover a build-by-number picture that’s stored in PIC.BUILDER. 
Press any key to see the Main Menu on the screen. Let’s choose SPACE 
again. Type the numeral 1 in answer to the computer’s question, WHICH 
PALETTE? Then press RETURN. 
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Building a Stored Picture 


Choose any one of the five pictures on the SPACE palette menu. Type the 
number of the picture in answer to the computer's question, WHICH 


PALETTE? Then press RETURN. 


A iA 2JA 3A ZA 2A 2A 2A SIA 2A 2 


A 1A 7A 1A 1A 2A 1A 2A SIA SIA 2 
A SIA 1A 1/A 3A 11D GA 1A 4A TA 1 
A 2/A 2A GA SIE ZIE IF 21A 3A IA 1 
B 4/B GA ZIA 1A 31D 4A SIA SIA 1A 3 
B IB 4|B GA 3/A 2/4 SIA SIA IA SIA 3 
B 4/A 8/B 4[B GA 2/4 2A 1A SIA 2)A 2 
B 4B 4IB 4/B 4/B GA JA SIA SIA 1A 2 


On the screen you'll see 120 blocks with letters and numbers on them. These 


are the addresses of the picture-part blocks that make up the picture you 
chose. Just move the cursor to a block, type the block address (A1, C6, etc.), 
then press the space bar or button on paddle or joystick. The picture part 


that’s behind the address block will be printed. 
. 
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Continue to uncover picture-part blocks until the whole picture has been 
uncovered. HINT: Some people like to go around the screen uncovering all of 
the blocks that have the same address, for example, A2. Then these players 
move on to another group of blocks that have the same address, such as E6. 
But how you uncover the blocks is strictly up to you! 


If you want to stop before you have finished your picture, press CTRL W to 
WRITE that picture to the disk. We suggest that when naming pictures, you 
use the first initial of the palette (S for SPACE, T for TRUCKS, etc.) as part 
of the name. This will make it easy for you to identify which pictures have 
been made with which palettes when you want to READ them back in. 


APPLE USERS — Names such as S.LUNAR or T.DUMPER will work fine. 


ATARI USERS — Atari doesn’t allow a period in a file name. You can use 
names such as SLUNAR or TDUMPER to identify the palette. 


Once the picture is completely uncovered, you can move about and change 
what you see on the screen. Just press CTRL D, choose a picture part you 
want, type the block address, and put the picture part into place! 
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Building Your Own Pictures 


You can build lots of your own pictures with PIC.BUILDER. Just choose one 
of the eight palettes from the Main Menu. When you see the Picture Menu, 
choose 6, MAKE YOUR OWN. Press RETURN. 


The whole screen will look like block A1 of the palette you’re working from. 
For example, if you’re using the HOUSE palette, you'll begin with a blue 
screen because block A1 is just plain sky blue! With the CASTLE palette, the 
whole screen is covered with a wall. Why? You guessed it, block Al shows 
part of a stone wall! 


Now you have a whole screen — or canvas — to “paint” your picture on. 

Just refer to the palette cards or display the palette (CTRL D) to see what 
parts are available. Then use them to create your own pictures with 
PIC.BUILDER. 

You can WRITE (CTRL W) each picture right on the PIC.BUILDER disk or 
on a data file disk of your own. Later, when you READ the picture (CTRL R), 
it will come up as a complete picture, not as letter-number address blocks. 
(See “Command Summary”, page 22) 


The command CTRL C will CATALOG the disk for you to show you which 
pictures you have stored. 


APPLE USERS — PIC.BUILDER adds .BPIC to your pictures 
automatically. 


ATARI USERS — PIC.BUILDER adds .PIC to your pictures automatically. 
You don’t have to enter this ending when naming your pictures. 


Here are some easy-to-build pictures. To program one of the pictures, just 
choose the correct palette. Choose YOUR OWN and press RETURN. Then 
decide where on the screen you want to place the picture. Move to the spot 
you want and type in the letter-number addresses given below. Press the 
space bar or button and start building. 


TRUCKS PALETTE 


CASTLE PALETTE 


SPACE PALETTE 


rc 


4 


3 


3 
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Make Your Own Palettes 


Are you the adventurous kind? Then you'll enjoy expanding your 
programming skills by creating your own palettes from scratch! To do this, 
you'll need a graphics program, such as Micro-Painter®, E-Z Draw® or 
Koala-Pad®. There are lots of programs to choose from. Once you’ve loaded 
the graphics program into your computer, here’s what you do: 


APPLE USERS — Read in the picture called ORANGEPALETTE that’s 
provided on the disk. Draw your picture. Be sure to stay inside the white 
rectangles because that’s what will be saved as your palette. When you’re 
finished, load the picture of the palette into memory at hi-res page 1 (BLOAD 
NAME OF PIC, A$2000). Then RUN SAVEPALETTE that’s provided on the 
PIC.BUILDER disk. SAVEPALETTE will run for about 1 minute. Then 
you'll be asked to type in a filename for your palette. Now your palette has 
been saved. You can load the palette (CTRL L) into PIC.BUILDER and start 
making all kinds of wonderful, new pictures. If you discover you’ve made any 
errors and the picture doesn’t look right, use the graphics program to go back 
and change the palette picture. Run SAVEPALETTE again, then try your 
palette once more. 


CAUTION: Do not write over ORANGEPALETTE. It is the only blank 
palette you have. We suggest you make a copy of ORANGEPALETTE and 
keep it as a backup. 


ATARI USERS — Read in the picture called BLANKPAL that’s provided 
on the disk. Draw your picture. Be sure to stay inside the white rectangles 
because that’s what will be saved as your palette. When you're finished, save 
your palette/picture out to disk. Do a binary LOAD (L) SAVEPAL that’s 
provided on the PIC.BUILDER disk. You'll be asked to name the picture; and 
when the palette is created, you’ll be asked to name the palette. Remember, 
all names must contain eight characters or fewer. The program will add 
-PAL to your palette name and will save the palette as a 25-sector file. 


CAUTION: Do not write over BLANKPAL. This is the only blank copy of a 
palette you have. We suggest you make a copy of BLANKPAL and keep it as 
a backup. 
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All About Storage 


There are two ways to store your pictures on disk. You may WRITE (CTRL 
W) the pictures to disk in a compressed form that only the PIC.BUILDER 
program will be able to READ (CTRL R). You may SAVE (CTRL S) the 
pictures to disk in a standard form that other programs, such as graphics, 
drawing, printer dump, or even your own creations, can use. 


You can make your own game pictures, playing screens, greetings and much 
more using the standard SAVE mode. 


Pictures that you WRITE to the disk in PIC.BUILDER form will have the 
letters .BPIC (.PIC on Atari) added automatically. Palettes will have the 
letters .PAL added. Pictures saved in the normal (not compressed) mode will 
have nothing added when you SAVE them to disk. 


You may use any formatted (initialized) disk to store Pic.Builder pictures, 
palettes, and large pictures on. 


Use the CTRL C command to catalog the disk. If your system has two disk 
drives, you may use the second drive with a data disk for picture storage. 


SRE aa atceals Spee a ENE SSE eS SE EER, Ses Pree ee eer ee RSE 
APPLE USERS — If your computer has two drives, you may indicate the 
second drive by typing 2 in reply to the ENTER DRIVE prompt. 
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ATARI USERS — If your computer has two drives, you may store pictures 
on the second drive by typing D2: before the filename. 


Command Summary 
Whenever you need help while using PIC._BUILDER, just hold down the 


shift key and the key with the ? on it. On the screen you'll see a menu of 
commands: 


APPLE USERS — 


COMMAND SUMMARY 


SET COLUMN 
SET ROW 
MOVE UP 
MOVE LEFT 
MOVE RIGHT 
MOVE DOWN 
PRINT BLOCK 


= CONTROL 

#C CATALOG DISK 
#D SHOW PALETTE 
#L LOAD PALETTE 
#R READ PICTURE 
#W WRITE PICTURE 
#58 SAVE SCREEN 
ESC EXIT 


ATARI USERS — 


SET COLUMN 

SET ROW 

MOVE UP 

MOVE LEFT 

MOVE RIGHT 

MOVE DOWN 
SPACE PRINT BLOCK 
CTRLC CATALOG DISK 
CTRLD DISPLAY PALETTE 
CTRLL LOAD PALETTE 
CTRLR READ PICTURE 
CTRL W WRITE PICTURE 
CTRLS SAVESCREEN 
CTRLA ALTERCOLOR 
ESC EXIT 


PRESS ANY KEY TO CONTINUE 


This section describes each of the available commands in detail. 


vs THE HELP COMMAND. Press SHIFT and the ? key to see a screen 
display of the command summary at any time. Press any key to return to the 
PIC.BUILDER screen. 


# (CTRL) THE CONTROL KEY. This key must be held down while 
you press any other command key. 


CTRLC CATALOG THE DISK. Use this command to see the catalog 
on your disk. 


APPLE USERS — This will catalog the disk in the drive you last used. 
ATARI USERS — This will catalog the disk in drive 1. 


CTRLD DISPLAY PALETTE. Use this command to bring up the 
palette you're working from. Columns are arranged A through F (left to 
right), and rows are numbered 1 through 8 (top to bottom). Pressing any key 
will return you to the PIC._BUILDER screen. 


CTRLL LOAD PALETTE. Use this command to load in any palette 
you have created by using SAVEPALETTE (or SAVEPAL on Atari). If you 
are unsure of the filenames you gave to your palettes, just catalog (CTRL C) 
the disk. The files with .PAL added to the end of their names are palettes. 
The PIC.BUILDER program adds .PAL to the name you entered for your 
palette when it runs the palette create program (SAVEPALETTE on Apple, 
SAVEPAL on Atari). If you wish to load one of the palettes supplied with 
PIC.BUILDER, press ESC and select from the Main Menu. 


CTRLR READ PICTURE. Use this command to read in a picture 
you've made and written (CTRL W) onto the disk. When you give the CTRL 
R command, you'll see the message ENTER FILENAME. Be sure to type the 
filename in exactly as you listed it. If you are in doubt as to the name you 
gave to the picture, use the CTRL C command to check the catalog. 


APPLE USERS — The CTRL R command will read in any 2-sector picture 
that the computer has labeled with the .BPIC suffix. The computer will ask 
you which drive the picture is in. Type 1 or 2. 


ATARI USERS — The CTRL R command will read in any 1-sector picture 
that the computer has labeled with the .PIC suffix. The computer will read 
from drive 1 unless you specify drive 2 by typing D2: before the filename. 


CTRLW WRITE PICTURE. Use this command to write a palette 
picture to the disk in a compressed form, which can only be called up again 
using PIC.BUILDER. Pictures stored with the CTRL W command may be 
altered and modified by the PIC.BUILDER program at any time. Remember, 
it is a good idea to name your pictures using the first initial of the palette in 
place when the picture was made. A picture called FBARNS would tell you 
that the FARM (F) palette was used to create the picture. This method can be 
very helpful when you have lots of pictures stored on a disk. Pictures can be 
read in with the wrong palette in place...it does no harm, but the pictures 
certainly look strange made with the wrong palette blocks. 


APPLE USERS — When you use the CTRL W command you will see the 
message, ENTER FILENAME. The computer will save the picture as a 2- 
sector file and append the suffix .BPIC to the name you enter. You may select 
drive 1 or 2 when asked. CTRL W pictures can be read back only by using the 
CTRL R command. 


ATARI USERS — The CTRL W command saves a picture 1 sector long and 
adds a .PIC suffix to the name you enter. Remember, an Atari filename may 
have no more than eight letters. Your picture will be written to drive 1 unless 
you select drive 2 by typing D2: before the filename. CTRL W pictures can be 
read back only by using the CTRL R command. 


CTRLS  SAVESCREEN. This command will save the picture you have 
made as a standard format picture to be used in other programs. Pictures 
saved to disk by the CTRL S command can no longer be called back from 
within PIC.BUILDER. 


APPLE USERS — The CTRL S command BSAVES the picture in memory 
as a standard 34-sector file from address $2000. You can BLOAD the picture 
after an HGR command in BASIC. Pictures saved this way may be used by 
many of the graphics programs currently available. If you have a printer 
and the software to print graphics, you can make printouts of your 
PIC.BUILDER creations saved with the CTRL S command. 


ATARI USERS — THE CTRL S command will save the picture you have 
made as a 62-sector file, which can be used by other graphics programs or 
printed out if you have a printer and the appropriate software. 
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ESC _ EXIT. Use the ESCAPE key to return to the Main Menu or to leave 
the program (reboot the system). 


APPLE USERS — Press any key except the RETURN key to get back to 
the Main Menu. Press the RETURN key to reboot the disk in drive 1. If the 
PIC.BUILDER disk is in drive 1, the program will start again from the 
beginning. If another disk is placed in drive 1, it will be booted. 


ATARI USERS — Press any key except the RETURN key to get back to the 
Main Menu. Press the return key to boot up DOS. 


Other Commands For Apple Users: 


CTRLQ QUIET. Use the CTRL Q command to turn the sound on and 
off. 


CTRLF FORMAT. FOR PRODOS USERS ONLY! Use this command 
to format a DOS 3.3 data disk in either drive 1 or drive 2. Remember, any 
data already on the disk will be lost when the disk is formatted! DOS 3.3 
users may use any initialized disk for data storage. 


Another Command For Atari Users: 


CTRLA  ALTERCOLOR. This command allows you to change the 
color and luminance of three of the color registers. (The background color 
always remains black.) When you give the CTRL A command, you see these 
choices: 

TO CHANGE USE: 


C-COLOR L-LUMINANCE 
WHICH COLOR REGISTER (1-3)? 


On the screen you'll also see the color contained in each register. Choose 
which color you want to change. Type the number for that color in response 
to the computer's question, WHICH COLOR REGISTER (1-3)? Now when 
you press C, the computer will show you a cycle of available colors in that 
register. Press L, and the computer will cycle through the different 
intensities of color you can choose from. (There are 16 colors, each with 
eight intensities to choose from.) Press RETURN to set the new color and 
luminance and return to the PIC.BUILDER screen. Any changes you make 
are set only while the program is running. When you stop the program, the 
original colors and intensities return. You can have different colors in your 
own palettes, however, by changing the color registers when you create your 
own palette picture using another graphics program. 
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More To Do...It’s Up to You! 


Now you’ve learned all about PIC._BUILDER, and you’ve made lots of terrific 
pictures. What now? Well, why not have some game fun with the perky 
pictures you’ve created? Here's how: 


Change About 


Do you like puzzles in which you have to find all the things that are different 
in two pictures? Here’s one for you to try. Look carefully at the picture on the 
left. Now check out the picture on the right to find at least 8 things that are 
different! Go on, do it now, we'll wait for you. 


Did you find all 8 differences? You can check by looking at the bottom of page 
29. The differences are printed there. 


OK, so you're pretty good at finding differences between two pictures when 
you can look at both pictures at the same time. But how good are you, or how 
good is one of your friends, at spotting differences between two pictures when 
looking only at the one with changes? Sound hard? Well, it’s not as difficult as 
it may sound. Here’s what you do. 
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@ Put your PIC._BUILDER program into the computer and turn it on. 

@ Create a picture. 

@ Write a list of all the items you have in your picture. OR...if you have a 
printer... 

e@ Print a copy of your picture. 

e Ask a friend or family member to come and look at the picture you’ve 
made. 

e Tell the person to take his/her time to carefully study the picture and try 
to remember all the objects in the picture. 

@ Ask the person to leave the room. 

e Change some of the things in your PIC.BUILDER creation. Changes may 
be very minute, such as adjusting the size of a window or the position of a 
planet. Or changes may be more obvious, such as taking away a truck’s wheel 
or leaving the roof off a house. If the person playing the game with you is 5-7 
years old, make fewer than ten changes. If the player is 7-10, make about 12 
changes. And if the player is over 10, make 13-15 changes. 

@ Invite the player back into the room. Let the player try to find all the 
changes you made in your picture. 

e@ Refer to your list of items or printed picture to check changes. 


Play the game again. This time, let your friend create the picture and 
make the changes. Then you become the player who must detect the different 
details on the screen! You’ll be surprised how much fun you'll have while you 
sharpen your visual skills! 
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Undercover Investigation 


Do you know the famous per- 
son in the photo (right)? Would 
you know if we let you take away 
the rest of the blocks, one at a 
time? How many blocks do you 
think you'd need to remove before 
you recognized the person? Which 
blocks would give you the best 
clues to the person’s identity? 


Look closely at the eyes of the 
person. How about the mouth? Do 
you know who it is? (Check the 
answer at the bottom of the page 
to see if you're right.) 


You can play an undercover 
game using your PIC.BUILDER. 
All you need are a few friends to 
play the game! Here’s what you 
do. 


e Put your PIC.BUILDER program into the computer and turn it on. 

© Choose one of the build-by-number pictures already on the disk. 

e Bring the covered picture up on the screen so that only letters and numer- 
als are visible. 

e Ask your friends or family to play the game. 

e Remind players that your poster shows all the possible pictures. 

@ Begin to uncover the picture. Start with areas you know will not give 
away too much. 

@ Stop after removing one block and ask if any player wants to guess the 
picture you’re uncovering. Each player may have only two guesses, so most 
players won't waste a guess just yet! 

© Continue to uncover one picture-part block at a time and ask if any 
player wishes to guess. 

e Play until someone correctly guesses the hidden picture. 

e Let the winner become the picture maker who tries to stump the players 
with another PIC.BUILDER picture. 
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Try this variation of the undercover game. 

e@ Put the PIC.BUILDER disk into the drive and turn the computer on. 

e Choose a build-by-number picture. 

e Bring the covered picture to the screen. 

e Ask your friends or family to play a game. 

@ Tell players which palette you have chosen for the game (FARM, TRUCKS, 
MACHINES, etc.). 

@ Make up trivia questions to ask your contestants. Be sure to choose ques- 
tions that players might know. For example, don’t ask a five-year-old ques- 
tions about American history or grandparents questions about current rock 
groups! If a player answers the question, he/she chooses a block to be re- 
moved. Hint: Players should choose blocks that uncover the most important, 
or telltale, areas of the picture! 

e Play until one player correctly guesses the hidden picture. 
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Here are some more Pic.Builder pictures you can make. 


HOUSE PALETTE 


LANDSCAPE PALETTE 


SPACE PALETTE 


HOUSE PALETTE 


TRUCKS PALETTE 
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